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ABSTRACT 
Riri Yanti Sarhang, 2018. Developing Students’ Vocabulary by Using Magic 
Box Game at the Eighth Grade SMPN 8 Palopo. Thesis, Study Program 
Tarbiyah and Teacher Training Faculty of State Institute For Islamic 
Studies (IAIN) Palopo. Supervised by: (1) Wahibah, S.A.g.,M.Hum and (2) 
Dewi Furwana S.Pd.I., M.Pd. 
Key words: Teaching Vocabulary, Magic Box Game. 
 This reseach about Developing Students‟ Vocabulary by Using Magic Box 
Game at the Eighth Grade of SMPN 8 Palopo. The research question of this 
research was Does The Use of  Magic Box Game  Develop Students‟ English 
Vocabulary at SMPN 8 Palopo. The objective of this  research was to find out 
whether or not the use of magic box game can develop students‟ English 
vocabulary.  
 This research applied quasi-experimental. The population of this research was 
the eighth grade students of SMPN 8 Palopo. The number of population was 283 
students. the sample were class VIII 2 consisted of 30 students as experimental 
group and class VIII 9 consisted 30 students as control group. The sampling 
technique in this research was purposive sampling. The instrument of the research 
was vocabulary test. The researcher gave pretest and posttest to the students. 
 The result showed that the students mean score of posttest in experimental group 
was 97,86 and pretest was 81,20. The mean score of posttest is higher than the 
mean score of pretest (97,86>81,20). While the mean score of posttest in control 
group was 85,66 and the mean score of  pretest was 44,53. The mean score of 
posttest was higher than the mean score of pretest (85,66>44,53). The result of 
statistical analysis experimental group and control group for level of significance 
0.05 with degree of freedom (df) = 59 the probability value was bigger than ɑ 
.0.00<0.05. As a result, there were a significant difference in vocabulary 
achievement between the students who are taught by using magic box game and 
those who are taught by non using magic box game. Based on the result of this 
research, the researcher concluded that magic box game develops the students‟ 
vocabulary. 
                                                     
 
 
 
 
 
 
 
CHAPTER I 
INTRODUCTION 
A. Background 
       Vocabulary is list or collection of words arranged in alphabetical or 
explained, a dictionary or lexicon, in a whole single a work's author, a branch of 
science. Vocabulary is a list of words with their meanings, especially one that 
accompanies a textbook in a foreign language.
1
 Vocabulary is a core component 
of language proficiency and provides much of the basis for how well learners 
speak, listen, read, and write.  
 Vocabulary is the important thing. Proficiency in other aspect is not enough to 
guarantee that someone can master the English language with limited of 
vocabulary, for example, because grammar can make the sentence grammatically 
right. Even, we can say the sentences are right grammatically and another is 
wrong grammatically. However, limited of vocabularies are mastered, we just can 
make simple sentence and limited sentence. Tthen, in using the language, we use 
thousands of words to communicate every day. Besides limited several of 
sentences, less of vocabularies hamper comprehension in communication. A 
useful convention is to cover all for example by talking about vocabulary “items” 
rather than “words.”2   
 
                                                             
     
1
 A.S. Hornby, the advanced learners dictionary of current English, (5th Ed; NewYork: Oxford 
University Press, 1995), p.1331 
     
2
 Penny Ur, A Course in Language Teaching, (Cet. I; New York: Cambridge University Press, 
1996), p.60. 
 
 
 
 
       Before conducting the research, firstly the researcher started to observe at the 
school, which was conduct in 2017. The reseacher chose at SMPN 8 Palopo, on 
Jl. Agatis Balandai Palopo. From the observation at SMPN 8 Palopo, the teacher 
stated that there is 25% of the students' have high-level vocabulary. Therefore, the 
researcher decided to apply a game to develop students‟ vocabulary by using the 
magic box game.
3
 
       Magic Box  is potential as a tool box for innovating interactive media, the 
teacher is able to motivate students, especially the passive one in the whole 
teaching learning process and also trigger the students to be more creative in 
innovating interactive media to improve their vocabulary. When students were 
trying to get new vocabularies, sometimes they get bored and need some tools that 
can help them to improve their vocabularies. Therefore, the lecturer modifies 
some tools and asks the students to create interactive media to reduce their 
boredom. This research was set to discover the effects of „Magic Box‟ on 
language learning on the aspect of vocabulary, whether it's possible learners to 
improve their vocabulary and enjoy the learning process at the same time. Many 
different tools can facilitate learning English. One of the learning tool that is used 
in STKIP AL HIKMAH is „Magic Box‟ that seems to have positive effects on 
learners‟ vocabulary learning. Thus, this research conducted to identify how 
„Magic Box‟ may facilitate the teaching process and help students to learn 
vocabulary and it aimed to find out whether „Magic Box‟ can improve learners‟ 
                                                             
     
3
 Teacher and Students SMPN 8 Palopo, (Jl. Agatis Balandai Palopo. April, 3
th
, 2017). 
 
 
 
 
 
vocabulary learning process as well as identifies the potentiality of using „Magic 
Box‟ for creativity training.4 
 Based on the problems above, the researcher was going to conduct the 
research by using the magic box game as the teaching media as the contribution to 
the teachers to understand and teach one of techniques in developing students‟ 
English vocabulary. This research would be conduct to measure students‟ interest 
in studying English by using this teaching media.                                                  
       The researcher hope that by using magic box game can develop students‟ 
vocabulary; they can have high self-confidence and high interest in order to 
develop their vocabulary. Based on the assumption above, the researcher decide to 
conduct the research about “Developing Students’ Vocabulary by using Magic 
Box Game at the Eighth Grade Students of SMPN 8 Palopo.” 
B. Problem Statement 
       Based on the background above, the researcher formulated research question 
as follow: Does the use of magic box game develop students‟ English vocabulary 
at SMPN 8 Palopo? 
C. Objective of the Research 
       Based on the problem statement above, the researcher stated the objective of 
the research is to find out whether or not the use of the Magic Box Game can 
develop students‟ English vocabulary. 
 
                                                             
     
4
 Haris Dibdyaningsih.Efffect of Magic Box Innovating Interactive Media and Teaching 
Vocabulary. STKIP AL HIKMAH Surabaya. Online: Journal. Ikkippgrimadiun.ac.id/index. 
 
 
 
 
 
 
D. Significances of the Research 
       The researcher hoped that this research had some significance in English 
teaching and learning process, especially in developing students‟ vocabulary by 
using the magic box game. The result of the research was hoping to help the 
teachers develop the students‟ vocabulary, gave input for the teachers who use 
magic box game, they can choose it as a technique in presenting vocabulary, and 
the students can develop their vocabulary by using magic box game and the other 
researcher can use this as a research reference.  
E. Scope of the Research 
       This reseach restricted to the application of the magic box game by the 
teacher to develop vocabulary in demonstrative pronoun by using magic box 
game at SMPN 8 Palopo. In this study, the reseacher took class VIII 2 and VIII 9 
2018 academic year as my sample. 
F. Definition of Terms 
       Based on the title above the researcher will explain the following terms there 
are: 
1. Vocabulary is list or collection of words arranged in alphabetical or 
explained, a dictionary or lexicon, in a whole single a work's author, a 
branch of science.
5
 
2. Media is word from Latin Language and from of plural from the word 
medium in a word for word is the meaning of mediator or agent. Arief 
                                                             
     
5
 Collier. The Key to English Vocabulary. (London: Macmillan,1971), p.12 
 
 
 
 
states that the Media is a mediator or agent, message from the sender to 
receiver message.6 
3. Magic Box is media that can be use to explain a lesson based on the 
theme. In the example, the lesson is about transportation and then students 
to make a miniature of a ship and divine the name of each part of the ship. 
Each student in the class will make one miniature help other students 
to imagine and completely understand about vocabularies of the ship‟s 
element.
7
 
 
 
 
 
 
 
 
 
 
 
 
                                                             
     
6
Arief Sardiman, Media Pendidkan, (Jakarta: Rajawali Press: 2003), p. 6. 
     
7
 Haris Dibdyaningsih.Efffect of Magic Box Innovating Interactive Media and Teaching 
                          Vocabulary. STKIP AL HIKMAH Surabaya. Online: Journal. Ikkippgrimadiun.ac.id/index. 
 
 
 
 
 
CHAPTER II 
REVIEW OF RELATED LITERATURE 
A. Previous of Related Research Findings 
       In writing, this thesis the researcher found some researches related which 
made the researcher eager to the research and there had been some researches 
about the teaching vocabulary: 
1. Inez Dewi Annisa, Hafdarani, and pepen (2014) conducted researcher under 
the title Effectiveness of Magic Box Game Techniques for Improving the 
Mastery of German Nouns at SMA Negeri 6 Bandung. She concluded that the 
use of the Effectiveness of Magic Box Game Techniques to Improve the 
Mastery of German Nouns.  
2. Haris Dibdyaningsih (2015) she concluded research under the title Effects of 
Magic Box in Teaching Innovating Media in Teaching 
Vocabulary in Tarbiyah and Teacher Training Hikmah Surabaya. The research 
problem of the study about how Magic Box may facilitate the 
teaching process and help students to learn vocabulary and it has tried to find 
out whether Magic Box can improve learns‟ vocabulary learning process as 
well as identified the potentiality of using Magic Box for creativity training.
8
 
 
                                                             
                                    
8
http://ejournal.unipma.ac.id/index.php/ETJ/search/authors/view?firstName=Haris&middleNa
me=&lastName=Dibdyaningsih&affiliation=STKIP%20AL%20HIKMAH%20SURABAYA&co
untry=ID. 
 
 
 
 
3. Fanti Rahmawati, Nurul Khotimah S.Pd., M.Pd. she conducted research under 
the title the Influence of Magic Box Game to the Cognitive Ability of 
Knowing the Shape and Color of the Child Group an in TK Budi Luhur 
Surabaya. Conclude that the cognitive ability to recognize the shape and color 
of 24 children group An in TK Budi Luhur Surabaya before given the Magic 
Box game on the total pretest score showed the results 108. While the 
cognitive ability to recognize the shape and color of 24 children in group A in 
TK Budi Luhur Surabaya after being treated on a total post test score showed 
the results of 183. This indicates that there was an increase before being 
treated and after being treated. 
       Based on the previous explanation, the researcher found that there were 
difference and similarity between previous and the current research. The 
difference were this research used magic box to develop students‟ vocabulary, 
while the previous research findings used magic box game to improve the 
vocabulary of German nouns and the other research focused on the cognitive 
ability. The similarity was this research and previous research findings used the 
same game that is Magic box game. This research has similarities 
and differences with those previous researchers above. The first, the second, and 
the third same as this research, but use a different Magic Box game and tool like 
mmedia magric Box. Based on the previous studies, the researcher indicated 
that they used by media in learning and teaching English particularly in 
vocabulary can give effect to the students‟ achievement and students‟ interest. The 
studies above became the basic theories of the researcher to investigate the use of 
 
 
 
 
magic box game as one kind of media as a teaching aid to develop a vocabulary of 
students in SMP Negeri 8 Palopo.     
  The use of media as visual aids has advantages in teaching and learning 
English, particularly in vocabulary. Media is very suitable to be apply to the 
Junior high school students and it is very helpful for the students to comprehend 
the components of vocabulary. From the previous studied above, the researcher 
concludes that by used of the magic box game as a kind of media in English 
teaching and learning developments the students‟ English vocabulary and the 
students interested and had positive perceptions especially in formulating their 
ideas into sentences orally.  
B. Some Pertinent Ideas 
1. Vocabulary  
a) Definition of Vocabulary 
       Vocabulary is list or collection of words arranged in alphabetical or explain, a 
dictionary or lexicon, in a whole single a work's author, a branch of science. 
Vocabulary is a list of words with their meanings, especially one that 
accompanies a textbook in a foreign language. Vocabulary is the important thing. 
Proficiency in other aspect is not enough to guarantee that someone cans master 
the English language with limited of vocabulary, for example, because grammar 
can make the sentence grammatically right. Even, we can say the sentences are right 
grammatically and another is wrong grammatically. However, limited of 
vocabularies are master, we just can make simple sentence and limited sentence. 
Then, in using the language, we use thousands of words to communicate every 
 
 
 
 
day. Besides limited several of sentences, less of vocabularies hamper 
comprehension in communication. A useful convention is to cover all for example 
by talking about vocabulary “items” rather than “words.” According to Nunan, “it 
is true that vocabulary is the word itself, but in terms, their meanings are 
different.”9 
       John, M, Echols and Hasan Shadily stated that vocabulary means that all of 
the words in the word which registered.
10
  Vocabulary is a core component of 
language proficiency and provides much of the basis for how well learners speak, 
listen, read, and write. Without an extensive vocabulary and strategies for 
acquiring new vocabulary, learners often achieve less than their potential and may 
be discouraged from making use of language learning opportunities around them 
such as listening to the radio, listening native speakers, using the language in 
different contexts, reading, or watching television.
11
 According to Martin Mansher 
in his dictionary oxford learner‟s pocket dictionary say that “vocabulary is the 
total number of words in a language, words know a person, list of words with 
their meaning, especially in a book for learning foreign language.
12
 
 
 
                                                             
     
9
 David Nunan, Language Teaching Methodology, A Test Book for Teacher, (New York: 
Percentile Hall Internasional, 1991 ). 
     
10
 Jhon M. Echols & Hasan Shadili, Kamus Inggris- Indonesia, ( Jakarta : PT. Gramedia 
Pustaka, 1995 ), p.631. 
     
11
 Richards Jack and Renandya Willy A, Methodology in Language Teaching an Anthology of 
Current Practice. ( New York: Cambridge University Press 2002 ).p.255. 
     
12
 Martin Mansher, Oxford Dictionary, (New Edition; New York: Oxford University Press, 
1995), p.1331. 
 
 
 
 
       Vocabulary is seeing an incidental to the main purpose of language teaching, 
namely the acquisition of grammatical knowledge about the language. Vocabulary 
is necessary to give students something to hang on to when learning structures, 
but was frequently not a focus for learning itself.
13
 
       Based on the explanation, it can be concluded that without vocabulary 
students will difficult in learning vocabulary, and vocabulary very important 
in the learning process. Therefore, in teaching listening, speaking, reading, writing 
must mainly have vocabulary. 
b) The Concept of Vocabulary 
 There were so many concepts about vocabulary, some of them: 
1) Vocabulary is the stock of the words used by a people, or by a particular 
class or person. 
2) Vocabulary is a list or collection of a language, book, author, branch of 
science, or the like usually in alphabetical order and defined. 
3) Vocabulary is the words of language. 
4) Vocabulary is wordbook, glossary, dictionary, or lexicon. 
5) Vocabulary is the sum or scope of one‟s expressive technique, as in the 
arts.
14
 
 
                                                             
     
13
  Jeremy Harmer, The practice of English Language Teaching, (New York: Longman 
Publishing, 1992), p.154. 
     
14
 Basri, Improving Vocabulary Through Letter Game at The Eight Year Students of Pesantren 
Datok Sulaiman Putri Palopo,(Palopo:STAIN Palopo,2008),p.13 
  
 
 
 
 
c) Types of Vocabulary 
There were four types of vocabulary, those were; 
1) Active listening vocabulary, is words that the speaker or able to use in 
speaking. 
2) Passive speaking vocabulary, words that the listener recognize but cannot 
necessarily produce when speaking. 
3) Passive reading vocabulary refers to words that a reader recognizes but 
will not necessarily be able to produce. 
4) Active writing, vocabulary, words that a writer is able to use in writing.15 
2. How to Learn Vocabulary 
       To get success in learning we must find out how the way learners vocabulary 
well. According to Wilga said, “There were seven ways to learn vocabulary as 
follows”: 
 1) Students need to learn how to commit vocabulary to long-term memory 
this does not necessarily mean, “Memorizing.” Although some students may find 
this activity, suit their learning style. 
2) Students must learn to discriminate variation in distribution and new 
boundaries of meaning. The teacher may explain contrast with native language 
distribution, demonstrate schematically the distribution of meaning of apparently 
comparable words, or promoted activity, which requires for success that these 
boundaries be respect.  
                                                             
  
15
 Kenji Kitao and S. Kathlen Kitao, Testing Vocabulary. Online: http://www. : mifi. gof/ 
parnershipforreading/publishings/readingfirstvocab.html.2000. Accessed on September 10
th
  
 
 
 
 
3) Students do not always realize that words are constructing of morphemes, 
which share the burden of the meaning among them.  
4) Students should learn to penetrate disguises with language the same family 
or from areas where there has been a considerable alternative, there are many 
borrow words and cognates. 
5) Students will learn how to discover new worlds for themselves. 
6)  If students are not to become discover, they need to learn that 
vocabulary is elastic and that they can make much of the little they know by 
paraphrase, curriculum location, and definition as they gradually build up a 
more precise and varied lexicon. 
7) Students must learn how to augment their own vocabulary steadily and 
systematically. They will begin early to keep individual lists of new words, 
they encounter, words that interest them, and problem words, which are 
continually, ripping them up.
16
 
3. Teaching Vocabulary 
       Teaching vocabulary is one of the most discussed parts of teaching English as 
a foreign language. When the teaching and learning process takes place, 
problems would appear to the teachers. They have problems of how to teach 
students in order to gain satisfying results. The teacher should prepare and find 
out the appropriate techniques, which will be implementing to the students. A 
good teacher should prepare himself or herself with various and up-to-date 
techniques. Teachers need to be able to master the material in order to understood 
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  Wilga Rivers, Teaching Foreign language, (2
nd
: Chicago and London: The University of 
Chicago Press, 1981), P. 465. 
 
 
 
 
by students, and make them interested and happy in the teaching and learning 
process in the classroom. The teachers should be concerned that teaching 
vocabulary is something new and different from student‟s native language. They 
also have to take into account that teaching English for young learners is different 
from adults. The teachers have to know the characteristics of his\her learners. 
They moreover need to prepare good techniques and suitable material in order to 
gain the target language teaching. 
 The researcher thinking about teaching vocabulary is not easy to teach to 
students who were new to the vocabulary. A teacher should look for ways and 
techniques of how so that students more quickly catch know and master 
vocabulary new students here. 
4. The Importance of Vocabulary Learning 
 Vocabulary learning is the important aspects of learning a foreign language. 
Students will improve much if they learn more word and expressions. That 
vocabulary learning is very important. “Without grammar little is conveying. 
Thus, vocabularies are the flesh of a language while grammar is the skeleton. In 
order to be able to use the language productively, students must know certain 
amount of vocabularies, not only for communicating orally, but also written. It is 
in line with the concepts of the communicative approach in which learners have a 
big change to use the language directly in classroom activities; this approach is 
useful in improving students‟ vocabularies. Through the approach, students are 
force to use the language directly in either spoken or written communication. 
Vocabulary knowledge is often view as a critical tool for second language learners 
 
 
 
 
because a limited vocabulary in a second language impedes successful 
communication. Underscoring the importance of vocabulary acquisition 
emphasizes that lexical knowledge is central to communicative competence and to 
the acquisition of a second language. The importance of vocabulary demonstrated 
daily in and out the school. In classroom, the achieving students possess the 
sufficient vocabulary. 
17
 
5. Definition of Game 
       Games are subject which consists of components and rules and have certain 
criteria: rules, a goal, always changing course; change; competition; common 
experience; equality; freedom; activity; diving into the world of the game; and no 
impact on reality.
18
 A game is any form of playful competition whose outcome is 
determinee by physical skill, strategy or chance employed singly or in 
combination. According to Loy in Santriawan, there were three important parts of 
this definition. First, games derive from the play. Second, games involve 
competition. Third, the outcome of the game is determinese by use of physical 
skill, strategy, and or chance. A game is a form of play with goals and structure. 
  A game can help the teacher to create contexts in which the language is useful 
and meaningful. The learner wants to take a part and in order to do so must 
understand what others are saying or have written, and they must speak or write in 
order to express their own point of view or given information. The games are 
highly motivation, because they are amusing and interesting can be use to give 
practice in all language skill and be use to practice many types of communication. 
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 Schmitt (2000) https://www.iises.net/international-journal-of-teaching-edu 
 
18
WolfgangKramer.Blog.http://www.thegamesjournal.com/articles/WhatIsaGame.shtml.Access
ed at juni 07
th
 2017. 
 
 
 
 
In English language teaching, games have the advantage of allowing the students 
to „practice and internalize vocabulary, grammar, and structures extensively. They 
can do this through repeated exposure to the target grammar, because students are 
often more motivated to play games than they are to do deskwork. During the 
game, the students are focuse on the activity and end up absorbing the grammar 
subconsciously. While are motivating for the students; games are activities can 
increase the cooperation and competition of students in the classroom. Indeed, 
games can be use to add excitement through competition or to create bonding 
between the students and teacher.
19
        
6. Types of Language Games  
  Hadfield explained two ways of Classifying language game. First, 
she divides language games into two types: linguistic games and communicative 
games. The second taxonomy that Hadfield uses to classify language games has 
many more categories. As to the classification of games as linguistic games or 
communicative games, some games will contain elements of more than one type. 
a. Whispering Game 
1. Teaching vocabulary through whispering Game 
Teaching vocabulary through whispering is one way to improve students 
mastering vocabulary by giving them a word. This word is firstly whisper to the 
first student. The teacher divides them into four groups, and every group attends 
of five students and the next the teacher will prepare some words and give them to 
the students and then ask the students to whisper to the next students or beside 
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   Saricoban & Metin., http://www.teachingenglishgames.com/Aryicles/htm. Accessed at 
January 11
th
 2016.   
 
 
 
 
him, start from the first students until the last student or the fifth students. After 
that, the teacher asks students what the meaning that word. When the students find 
difficult word or vocabularyy so the teacher will tell them the meaning. After that, 
the teacher asked the students to memorize the difficult word. The teacher will do 
it the every meeting and the teacher will teach until 15 minutes. So that the last 
teacher will give them, scoring according the result of their hearing and finally 
teacher will count and know the effectiveness of whispering game in improving 
student‟s vocabulary. To speech, the vocal cords alternate between states of voice 
and noiselessness. In whispering, only the voicing changes, so that the vocal cords 
alternate between whispers and voiceless. 
 Whispering is, generally, to limit the learning of speech to students who are 
namely, example: to convey secret information without be overheard or to avoid 
disturbing others in a quiet place such as a library the place of our ship. Loud 
whispering, known as a stage whisper, is generally only use for dramatic 
or emphatic purposes. Whispering also takes less effort to vocalize than a normal 
speech pattern. This is because less air needs to be use to vocalize the sound. 
However, while it takes less effort to produce a whisper, it tries out the vocal 
cords more quickly. The whispering voice should not be use during vocal rest, 
when one has fully or partially lose one voice for this reason. 
b. Sort Card 
       The purpose of the strategy and method of using the sort card study is to 
reveal the memory of the subject matter that students have learned. 
1. Three things to Look for in Use Sort Card 
Matters that sheall be considere in the used of sort card procedure include: 
 
 
 
 
a. The cards should not be number. 
b. The cards were making in the same size. 
c. Do not give the "sign code" anything on the cards. 
d. The cards consist of "some discussion" and were make in large quantities or in 
accordance with total student. 
e. The material is writ in the cards, have been teach and learn by the students.  
       This method can enable the students are exhausted. The method can be use to 
enable students to learn the material that is the concept, classification 
characteristics, facts, and review the material. To overcome barriers to learning 
this vocabulary, researchers applied sort card method, which is where the sort card 
method would encourage learners to find classification Concept and deed through 
the material covered in the lesson. 
How to apply the sort card method in learning vocabulary were as follows:  
1. Teachers share vocabulary pieces to each student at random. 
2. Students are required to seek partners to form vocabulary perfect. 
3. Students who are find partners, required to attach to the board. 
4. Students are already place and formed the vocabulary the perfect representation. 
7. Magic Box 
       Magic box is a game of guessing objects, learning mention the name of the 
object that the teacher is considering. In this game need, one box filled with 
several objects. The teacher takes one of the objects from the box and shows the 
students than the students mention the noun correctly, then students get points. If 
one of these elements is wrong, then the students do not get points. Such 
regulation requires students to try to name noun correctly. This research was in 
line with previous researches by Marilyn S Rosenthal and Dr. Dimitri 
 
 
 
 
Protopsaltou who found that the magic box game could improve the students‟ 
ability and the class situation. The class will become enjoyable, creative, 
interactive, and innovative. 
The attitude study was doing in two parts, a “taking” subtest, and a “giving” 
subtest. Each subtest represented a series of attitude questions designed to elicit 
evaluations and attitudes or personal preference toward the speakers of the two 
varieties. Each subtest also forced a behavioral choice of taking a present from or 
giving one to one of the magic boxes. The presents were identical boxes of 
crayons placed on a shelf in the boxes and could be obtained by reaching inside 
the box through a hole surrounded by cloth at the top. The children were not tool 
what the presents were or that each box had the same presents. The directions, 
speech stimulus, and attitude questions for this subtest appear. In the “giving” 
subtest, the children were give two small pads of paper and were tool that one was 
for them and that one was for them to give to the magic box of their choice. 
Again, they listened to each box talk (this time, each magic box voice said why it 
wanted the present), responded to another set of attitude questions, and made the 
behavioral response of giving the pad of paper to one of the magic boxes.
20
  
 Magic Box has it been potential as a tool box for innovating interactive 
media, be able to motivate students, especially the passive one in the whole 
teaching learning process and also trigger the students to be more creative in 
innovating interactive media to improve their vocabulary. As „Magic Box‟ are 
effective tools to teach vocabulary, it is to suggest that further studies on the use 
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of „Magic Box‟ to teach the language skills of listening, speaking, reading and 
writing to be carried out. Magic Box‟ has its potential as an educational tool for 
creativity training. „Magic Box‟ can motivate and engage learners, especially the 
quiet and passive ones in the whole learning process. It is proving that „Magic 
Box‟ can give a good opportunity to the shy students to be active and from the 
psychology aspect; they will show and improve their hidden abilities. Being enjoy 
and happy is important factor in children learning; because of this fact, „Magic 
Box‟ is a good tool or drawing them to the enjoyment and happy learning process, 
as it has shown in the researches the students, even adults can remember 
every detail of any subject and even when they face it visually and truly. 
 Interactive media, which can create by using “Magic Box,” are media that 
can be use to explain a lesson based on the theme. In the example, the lesson is 
about transportation and then students to make a miniature of a ship and divine the 
name of each part of the ship. Each student in the class will make one miniature 
help other students to imagine and completely understand about vocabularies 
of the ship‟s element.21  
 Based on the explained above, this the researcher used Magic Box Game for 
developing students‟ vocabulary in the lesson, included is Noun, Adjective, Verb, 
and Adverb. The main innovation of the Magic Box lies in the significant 
adoption of the state-of-the-art in child‟s creativity by means of intuitive interior 
design, technology, and professionals in children‟s education. The approach that is 
proposed is expect to open new vistas in child interaction within libraries and 
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have the way towards a new era of children's areas in public libraries, where 
children co-exist with media and book collections, virtual as well as robotic 
characters, while operating in everyday environments.
22
 
8. Teaching English through Magic Box Game 
 The Rule or Procedures of Magic Box Game 
1. Put hands in the Magic Box Game. 
2. Take a paper in magic box game  
3. Show to groups the picture. 
4. Mention the name shown in the picture along with instructions in 
English.
23
 
C. Conceptual Framework 
       Selecting appropriate words is the most important principle in teaching and 
learning vocabulary. The words that considered appropriate are words that are 
comprehensible by learners and are coherent to their proficiency level. In the case 
of vocabulary acquisition, the input needs to convey meaning and be 
comprehensible so that learners are able to attach form to meaning. Vocabulary 
acquisition will be more effective when a particular word is learning based on 
several aspects. Vocabulary can taught better with contextual cues. It helps to ease 
many teachers in explaining the meaning of new words to learners. Teachers can 
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use materials such as reality, pictures, past experiences and examples to depict the 
connection between the new words and their meaning.
24
 
       Based on the explained above, the researcher concluded that vocabulary is 
very important in learning English like choosing words that students can 
understand, through contextual cues, new words and their meaning. 
       Magic Box has it been potential as a tool box for innovating interactive 
media, be able to motivate students, especially the passive one in the whole 
teaching learning process and also trigger the students to be more creative in 
innovating interactive media to improve their vocabulary. Interactive media, 
which can create by using “Magic Box,” are media that can be use to explain a 
lesson based on the theme. In the example, the lesson is about transportation and 
then students to make a miniature of a ship the names of each part of the ship. As 
„Magic Box‟ are effective tools to teach vocabulary, it is to suggest that further 
studies on the use of „Magic Box‟ to teach the language skills of listening, 
speaking, reading and writing to be carried out.
25
 
 Based on statement definition magic box game above, the researcher 
concluded that the use of the magic box game is one the games that can develop 
students‟ vocabulary. Based on the result of the pre test and posttest, one the 
student‟s vocabulary can develop of the result pretest and posttest. One the 
vocabulary students was giving pretest the students success to answer 32 
questions, after giving treatment the result of the students success to answer 50 
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questions. The researcher concluded that the magic box game could develop 
students‟ vocabulary. 
     The conceptual framework of this research can illustrated diagrammatically 
as follows: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
PRINCIPLE TEACHING VOCABULARY 
 Select Appropriate Words 
 Focus on Different Aspects of Words 
 Accommodate Use of Contextual Cues 
 
 
MAGIC BOX GAME 
  Innovating interactive media 
  Effective tools to teach vocabulary 
  lesson based on the theme  
STUDENTS’ ACHIEVEMENT ON VOCABULARY  
Animals  
Thing in the home and 
Thing in the class 
Fruits Transportation 
 
 
 
 
 
D. Hypotheses 
       Based on the literature that has explained before, the researcher put forward 
the hypotheses of the research as follows: 
1. Null Hypothesis (H0): There is no a significant difference between the 
students‟ vocabulary who are taught by using magic box game and the 
students‟ vocabulary who are not taught by using magic box game. 
2. Alternative Hypothesis (H1): There is a significant difference between 
the students‟ vocabulary that are teach by using magic box game and 
the students‟ vocabulary that are not taught by using magic box game. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
CHAPTER III 
RESEARCH METHOD 
A. Research Design 
       Quasi-experimental methods that involve the creation of a comparison group 
are most often use when it is not possible to randomize individuals or groups to 
treatment and control groups. This is always the case for ex-post impact 
evaluation designs. Quasi-experimental research involves the manipulation of an 
independent variable without the random assignment of participants to the 
conditions or orders of conditions. Among the important types are 
nonequivalent group designs, pretest-post test, and interrupted time-series designs. 
Quasi-experimental research eliminates the direction problem because it involves 
the manipulation of the independent variable. It does not eliminate the problem of 
confounding variables, however, because it does not involve random assignment 
to conditions. For these reasons, quasi-experimental research is generally higher 
in internal validity than correlation studies but lower than true experiments.
26
 
       This research would apply quasi-experimental methods, whether the magic 
box game can develop vocabulary especially about the vocabulary of the eighth 
grade students in SMPN 8 Palopo. 
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  The research design was formulate based on the following figure: 
Group Pre-test Independent 
variable 
Post-test 
E    X    
C    X    
Notes: 
E       : experimental group                               : pre-test 
C      : control group                                         : post-test 
X1     : Ttreatments on the experimental group using magic box game on students‟ 
vocabulary. 
X2     : Treatment control group cooperative strategy the student‟s vocabulary.
27 
B. Variable of the Research 
 In this research, the researcher classify into two somewhat variable:  
1. the independent variable is the use the magic box game.  
2.    The dependent variable is the students‟ in vocabulary. 
C. Population and Sample 
1. Population 
 The population of this research was the eighth grade students of SMP Negeri 
8 Palopo. It consists of nine classes and each class consisted of 30, 31, and 32 
students. The total number was 283 students. 
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2. Sample 
The researcher took two classes as a sample, i.e. VIII 2 and VIII 9 in 
academic year 2017/. There were 60 students (30 students of experimental class 
and 30 students of control class). The technique sampling was total sampling. The 
researcher believes that the students can be a representative population.  
D. Instruments of the Research 
 The instruments of this research were written test. In this research, the 
researcher  gave  a test about vocabulary with pretest and posttest. The pretest is 
used to find out the prior knowledge of the students about vocabulary and the 
posttest is used to find out the prior knowledge of the students after learning 
vocabulary by using the magic box game.     
E. Procedure of Data Collection 
The procedure of collected data as this research as follows: 
a. Pretest 
       The researcher gave a test about vocabulary with pretest and posttest. The 
pretest is use to find out the prior knowledge of the students about vocabulary and 
the posttest is used to find out the knowledge of the students after learning 
vocabulary by using the magic box game.     
b. Treatment  
After gave pretest, the researcher devided two group, the first is experimental 
group by using magic box games, and the second is control group by using 
cooperative strategy. Each meeting has different material. The material 
Demonstrative Pronoun (this, that, these and those). The topic  were “Animals”, 
 
 
 
 
“Transportation “, “Fruits”, “things in the home” and “things in the class”. They 
were six meetings in this treatment. The folllowing were the step: 
1. The researcher introducted menner play magic box game and explain the 
materials about noun there were transportations, fruits, animals, things in 
the home, and things in the class. 
2. The researcher devided four and five groups. 
3. The researcher to applied magic box game then devided into five groups 
and each group consists of five students. 
4. The researcher asked to students put hands in the magic box game. 
5. The researcher asked to students takes a paper in magic box game. 
6. The researcher asked to students show to group the picture. 
7. The researcher asked to students mentioned the name showed in the 
pictures along with instructions in English. 
8. The last the students mentioned vocabulary one by one. 
c. Post test 
After giving treatment to the students, the researcher gave posttest. In 
posttest, the researcher gave the test as in pretest. 
F. Technique of Data Analysis 
1. Vocabulary test 
 The data collection analysed by using analysis quantitative by using SPSS 
(Statistic Product Service Solution) 22-computer program. SPSS 22 from 
computer software/program for process, calculating or analyze data of statistic. 
   
 
 
 
 
 
In analysing data of pretest, the data researcher used the following procedure:  
1. Analyze the raw data of pretest and posttest. Each of the students‟ correct 
answer got one and the wrong answer got zero. 
2. Raw scores were converting to a set of core maximum of 100, using the 
following formula. 
                                         P= 
 
 
    % 
       Where: P = Percentage 
      F = Frequency 
      N = Number of Sample.
28
 
3. Convert the score of the student into vanlue. 
4. Classifying the score of the students into the following score classification. 
                     A     90 - 100                    Excellent 
                B     80 - 89                     Good  
                C      70 - 79                      Adequate 
                     D      60 - 69                      Inadequate/unsatisfactory 
                     E      below 60                   Failing/unacceptable
29
 
    
5. Calculating the mean score standard deviation, frequency table and test 
between vocabulary achievement of the experimental by using SPSS statistics 
version 22 for windows evaluation. 
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CHAPTER IV 
FINDINGS AND DISCUSSION 
   This chapter includes two sections. The first is findings and the second is 
discussion. 
A.  Findings 
 The findings of the research are show to describe the result of the data that 
analyzed statically and tabulated data. The comparison between the student score 
in pretest and posttest, classification percentage of students score in pretest and 
posttest from experimental group and control group. 
1. The Analysis of Students’ Score of Experimental Group and Control 
Group  
   In this part, the researcher reported the result of each group by comparing the 
pretest and posttest and the result of both groups by comparing the pretest and 
posttest of both groups. 
a. Students’ Score of Experimental Group 
        In this classification, the researcher presented the percentage of the students 
pretest and posttest of the experimental group. It showed the students score in the 
experimental group before giving treatment by using magic box game and after 
the treatment. 
 
 
 
 
 
 
 
 
Table 4.1. The Pretest and Posttest Score of Experimental Group 
pretest 
 Frequency Percent Valid Percent Cumulative Percent 
Valid 62,00 1 3,3 3,3 3,3 
64,00 1 3,3 3,3 6,7 
66,00 2 6,7 6,7 13,3 
70,00 1 3,3 3,3 16,7 
72,00 1 3,3 3,3 20,0 
74,00 3 10,0 10,0 30,0 
78,00 4 13,3 13,3 43,3 
80,00 3 10,0 10,0 53,3 
82,00 1 3,3 3,3 56,7 
86,00 3 10,0 10,0 66,7 
88,00 1 3,3 3,3 70,0 
90,00 3 10,0 10,0 80,0 
92,00 3 10,0 10,0 90,0 
94,00 1 3,3 3,3 93,3 
96,00 1 3,3 3,3 96,7 
98,00 1 3,3 3,3 100,0 
Total 30 100,0 100,0  
 
posttest 
 Frequency Percent Valid Percent Cumulative Percent 
Valid 92,00 3 10,0 10,0 10,0 
94,00 3 10,0 10,0 20,0 
96,00 2 6,7 6,7 26,7 
98,00 7 23,3 23,3 50,0 
100,00 15 50,0 50,0 100,0 
Total 30 100,0 100,0  
Table 4.2. The Rate Percentage of Students’ Pretest and Posttest  
 
NO.  
     
Classification 
   
Score 
Pretest Posttest 
F P F P 
1 Excellent 90-100 9 30% 30 100% 
2 Good 80-89 8 26,6% 0 0% 
3 Adequate 70-79 9 30% 0 0% 
4 Inadequate/unsatisfactory 60-69 4 13,3% 0 0% 
5 Failing/unacceptable Below 60 0 0% 0 0% 
Total 30 100 30 100% 
 
 
 
 
  Table 4.2 showed that most of students in experimental group are classified 
adequate and excellent before giving the treatment. There were nine students or 
30% were in adequate classification, 4 students, or 13, 3% were in 
inadequate/unsatisfactory classification, 8 students, or 26, 6% were in good 
classification, 9 students or 30% were excellent, and none of them was in 
failing/unacceptable classification. After gave the treatment, 30 students or 100% 
were in excellent classiffication and none of them were in good classification, 
adequate classification, inadequate/unsatisfactory classification and 
failing/unacceptable classification. 
Table 4.3. The Mean Score and Standard Deviation of Students’ Pretest and 
Posttest. 
 
       Table 4.3 showed that there was a difference between the mean score of 
pretest and posttest in the experimental group. The mean score of posttest was 
higher than the mean score of pretest (97.8667>81.2000). It means that there was 
an improvement after giving the treatment by using magic box game. The 
standard deviation of posttest was lower than the standard deviation of pretest 
(2.77592<10.00138). It means that the score range of posttest was closer than the 
score range of pertest to the mean score. 
 
Descriptive Statistics 
 N Minimum Maximum Mean Std. Deviation 
Pretest 30 62,00 98,00 81,2000 10,00138 
Posttest 30 92,00 100,00 97,8667 2,77592 
Valid N (listwise) 30     
 
 
 
 
b. Students’ Score of Control Group 
      The following table is the data obtained from the control group before and 
after treatment by using cooperative strategy. 
Table 4.4. The Pretest and Posttest Score of Control Group 
pretest 
 Frequency Percent Valid Percent Cumulative Percent 
Valid 24,00 1 3,3 3,3 3,3 
32,00 1 3,3 3,3 6,7 
34,00 4 13,3 13,3 20,0 
42,00 2 6,7 6,7 26,7 
44,00 3 10,0 10,0 36,7 
46,00 3 10,0 10,0 46,7 
48,00 6 20,0 20,0 66,7 
50,00 9 30,0 30,0 96,7 
52,00 1 3,3 3,3 100,0 
Total 30 100,0 100,0  
 
posttest 
 Frequency Percent Valid Percent Cumulative Percent 
Valid 66,00 1 3,3 3,3 3,3 
68,00 1 3,3 3,3 6,7 
70,00 1 3,3 3,3 10,0 
76,00 1 3,3 3,3 13,3 
80,00 1 3,3 3,3 16,7 
84,00 4 13,3 13,3 30,0 
86,00 8 26,7 26,7 56,7 
88,00 1 3,3 3,3 60,0 
90,00 6 20,0 20,0 80,0 
92,00 4 13,3 13,3 93,3 
94,00 1 3,3 3,3 96,7 
96,00 1 3,3 3,3 100,0 
Total 30 100,0 100,0  
 
 
 
 
Table 4.5. The Rate Percentage of Students’ Pretest and Posttest  
 
NO.  
     
Classification 
   
Score 
Pretest Posttest 
F P F P 
1 Excellent 90-100 0 0% 12 40% 
2 Good 80-89 0 0% 14 46,6% 
3 Adequate 70-79 0 0% 6,6 6,6% 
4 Inadequate/unsatisfactory 60-69 0 0% 6,6 6,6% 
5 Failing/unacceptable Below 60 30 100% 0 0% 
Total 30 100 30 100% 
 
       Table 4.5 showed that most of students in control group were classified 
Failing/unacceptable  before giving treatment there were 30 students or 100% 
were in Failing/unacceptable classification, and none of them were in adequate 
classifacation, good classification, and inadequate/unsatisfactory. The result 
posttest showed none Failing/unacceptable classification. Result of students in 
control group rise 14 students or 46, 6% were in good classification, 12 students 
or 40% were in excellent classification, 2 students Or 6, 6% were in adequate 
classiffication, and two students were in inadequate/unsatisfactory classification. 
However, table 4.2 showed that result students after treatment by using magic box 
in experimental group far higher than in control group after treatment by using 
cooperative strategy. 
Table 4.6. The Mean Score and Standard Deviation of Students’ Pretest and 
Posttest. 
Descriptive Statistics 
 N Minimum Maximum Mean Std. Deviation 
Pretest 30 24,00 52,00 44,5333 7,04534 
Posttest 30 66,00 96,00 85,6667 7,27932 
Valid N (listwise) 30     
 
 
 
 
 
       Table 4.6 showed that mean score of pretest was higher than the mean score 
of pretest in control group (85.67>44.53) and the standard deviation in pretest 
lower than the standard deviation of posttest (7.04<7.27). It means that there was 
improvement of the students‟ score in control.  
c. The Calcualtion of t-test Pretest and Posttest 
 The data showed in the Table 4.7 below indicated the students‟ score of 
experimental group and control group. 
Table 4.7. The Pair Samples Test the Gain Group Experimental Group and 
Control Group. 
Paired Samples Test 
 
Paired Differences 
t df 
Sig. (2-
tailed) Mean 
Std. 
Deviatio
n 
Std. 
Error 
Mean 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
Pair 
1 
Gain-
Group 
-, 69378 ,59179 ,07640 -,84666 
-
,54090 
-9,081 59 .000 
 
 Table 4.7 indicated that the statistical hypothesis based on statistic test of 
gain group. In probability value (significant 2-tailed), probability value is lower 
than alpha (0.00 < 0.05). It means that there was a statistically significant of gain 
group the result successful. 
d. Students’ Score Achievement 
The tabulated data for the students‟ score achievement is seeing as follows:             
Table 4.8. Students’ Vocabulary Achievement 
 Pretest 
 
posttest 
Experimental  Control  Experimental  Control  
Respondents 30 30 30 30 
Mean  81,20 44,53 97,86 85,66 
SD 10,00 7,04 2,77 7,27 
 
 
 
 
 Table 4.8 above showed that the total number of respondents for each group 
which experimental group were 30 students and control group were 30 students. 
The mean score and standard deviation showed difference in pretest and posttest 
to both groups. 
  From the data showed in the table 4.8, the mean score pretest of experimental 
group and control groups was statistically the same before giving the treatment. After 
giving the treatment, the posttest score of both groups; experimental and control 
groups showed a difference mean score. 
B.  Discussions 
       The discussion deals with argument and father interpretation of the research 
finding in students‟ score both pretest and posttest results of experimental and 
control groups. 
  After the calculation of SPSS from quantities data obtained when research, 
the researcher looked a considerable influence from the used of magic box game 
to develop students vocabulary. Thus is show the result of the t-test result of the 
mean score between pretest and posttest were significant in the experimental 
group. SPSS calculations of quantitative data were caries out on the result of the 
pretest and posttest control group. Based on the result of the t-test in appear that 
there was a significant average difference between the pretest in the control group. 
  Based on the result of independent pretest t-test calculations, there were 
change in the experimental group and the control group. Thus, there was no 
significant score in the pretest experimental group and pretest control group score. 
This showed that both groups have the same initial ability and there was a 
 
 
 
 
significant difference between the result of the posttest experimental group and 
posttest control group. 
 The used of magic box game to develop students vocabulary was enough to 
invite students attention, especially in saturated condition in the last hours of 
learning activities. The response of students to the magic box game was very 
positive. Thus can be seen of the enthusiasm of students during the game, all 
active learning to compete in a healthy and positive manner so that the learning 
atmosphere become interactive. This facilitated the achievement of student‟s goal 
without fear, pressure, time, and value. As in this research, it can be concluded 
from the presentation of the result that the used of magic box game can develop 
students vocabulary.    
  Based on the result of the from the pretest experimental group some students 
show that before giving treatment R1 students answer 31 questions from the 
whole problem of part A and B with score of 62, R2 answer 33 questions  score of 
66, R3 answer 37 questions with score of 74, and R4 answer 30 questions with 
score of 58. After the treatment, the results of the posttest experimental group of 
R1 answer 47 questions with score of 94, students R2 answer 50 questions with 
score of 100, and students R3 answer 48 questions with score of 96, students R4 
answer 50 with score of 100. 
       Based on the results of the data from the pretest control group several 
students showed that by using cooperative strategies. R1 answer 33 questions with 
score of 66, R2 answer 32 questions with score of 64, and R3 answer 34 with 
score of 68. When giving posttest students R1 answer 33 questions with score of 
 
 
 
 
66, R2 answer 35 questions with score of 70, R3 answer 34 with score of 68. 
Based on explained above, the result of the pretest and posttest the reseacher 
concluded that magic box game can develop students‟ vocabulary about 
transportations, fruits, animals, things in the home and things in the class. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
    CHAPTER V  
 CONCLUSIONS AND SUGGESTIONS 
A.  Conclusions 
       The reseacher concluded that the using magic box game is effective in 
teaching vocabulary of the eighth grade students in SMPN 8 Palopo. Based on the 
result of pretest and posttest experimental group, the mean score pretest is 81.20 
and the mean score of posttest is 97.87, the result of pretest and posttest control 
group, the mean score pretest is 44.53 and the mean score posttest is 85.67. Then, 
based on the findings and the discussions in previous chapter, it showed the result 
that t0 (t count =3.350) is greater than tat (t table = -9.081), t0 >tat, so that the null 
hypothesis (H0) is rejected and the alternative hypothesis (H1) is accepted. It 
concluded that the there was significant difference in teaching vocabulary before 
and after using magic box game. Therefore, by using magic box game is effective 
to develop the students‟ vocabulary at the eighth grade students of SMPN 8 
Palopo.  
B. Suggestions 
       The success in teaching does not depend on the lesson program only, but 
more important is how the teacher presents the lesson and uses various methods 
like games to manage the class more lively and interactive creative and 
innovative. The method also helps the teacher and gives much opportunity for the 
students to be active in teaching learning process. Regarding to the teaching 
vocabulary by applying magic box game, the researcher gives some suggestion for 
the teacher and students as follow: 
 
 
 
 
1. The teacher can apply magic box game to teach vocabulary for some material 
was noun (color, fruit, animals, transports, things in the home and things in the 
class), and to develop students‟ vocabulary.  
2. The teacher can apply magic box game, the first, teacher prepare the group 
formation according to the name listed according to absence. Because students 
sometimes scramble to find friends, when the game starts the teacher is absent 
one by one the students from group one in the last final group, the teacher 
gives a through treatment so that all students can play. 
3. For the students, they should be sportive in play game and no one student can 
open the dictionary. 
       Finally, the researcher realized that this thesis is far from being perfect and 
because of that; constructive critic and advice are really expect for the perfection 
of the thesis. The researcher hoped that the result of this research could be useful 
for the readers. It is hope that the readers will have more information about 
interactive activities technique. This research can be of the references for the next 
the researcher in concluding other researcher with more detailed information 
about interactive activities to improve student‟s vocabulary. 
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 RENCANA PELAKSANAAN PEMBELAJARAN 
 
Satuan Pendidikan :  SMP Negeri 8 Palopo 
Mata Pelajaran : Bahasa Inggris 
Kelas : VIII 
Materi                            : Vocabulary  
Alokasi Waktu : 2 x 40 minutes 
 
A. KOMPETENSI INTI 
 KI 1 : Menghargai dan menghayati ajaran agama yang dianutnya  
 KI 2 : Menghargai dan menghayati perilaku jujur, disiplin, tanggungjawab, 
peduli (toleransi, gotong royong), santun, percaya diri, dalam 
berinteraksi secara efektif dengan lingkungan sosial dan alam dalam 
jangkauan pergaulan dan keberadaannya. 
 KI 3 : Memahami pengetahuan (faktual, konseptual, dan prosedural) 
berdasarkan rasa ingin tahunya tentang ilmu pengetahuan, teknologi, 
seni, budaya terkait fenomena dan kejadian tampak mata. 
 KI 4 : Mencoba, mengolah, dan menyaji dalam ranah konkret 
(menggunakan, mengurai, merangkai, memodifikasi, dan membuat) 
dan ranah abstrak (menulis, membaca, menghitung, menggambar, dan 
mengarang) sesuai dengan yang dipelajari di sekolah dan sumber lain 
yang sama dalam sudut pandang/teori. 
KOMPETENSI DASAR MATERI POKOK PEMBELAJARAN 
mengidentifikasi fungsi 
sosial, 
struktur teks, dan unsur 
kebahasaan teks interaksi 
transaksional lisan dan tulis 
yang melibatkan tindakan 
memberi dan meminta 
informasi terkait   
dengan animals yang dekat 
dengan kehidupan siswa 
sehari hari, 
sesuai dengan konteks 
penggunaannya. 
 Fungsi sosial 
Mengidentifikasi dan 
menyebutkan berbagai 
benda, animals terkait 
dengan 
lingkungan sekitar. 
 Struktur teks 
- Memulai 
- Menanggapi 
(diharapkan/di luar 
dugaan) 
 Unsur kebahasaan. 
- Penggunaan kata 
penunjuk this, that, these, 
those ... 
- Ucapan, tekanan kata, 
intonasi, ejaan, tanda 
baca, dan tulisan tangan 
 Topik animals dijumpai 
dalam kehidupan 
nyata di 
lingkungan sekitar 
siswa yang dapat 
menumbuhkan perilaku 
- Menyimak guru 
menanyakan dan 
menyebutkan animals 
dengan tata bahasa, ucapan 
dan tekanan kata yang 
benar. 
- Bertanya jawab tentang 
animals 
- Melakukan refleksi tentang 
proses dan hasil 
Belajarnya. 
 
 
 
 
yang 
termuat di KI 
 
 
 
 
RENCANA PELAKSANAAN PEMBELAJARAN 
 
Satuan Pendidikan :  SMP Negeri 8 Palopo 
Mata Pelajaran : Bahasa Inggris 
Kelas : VIII 
Materi                            : Vocabulary  
Alokasi Waktu : 2 x 40 minutes 
 
B. KOMPETENSI INTI 
 KI 1 : Menghargai dan menghayati ajaran agama yang dianutnya  
 KI 2 : Menghargai dan menghayati perilaku jujur, disiplin, tanggung jawab, 
peduli (toleransi, gotong royong), santun, percaya diri, dalam 
berinteraksi secara efektif dengan lingkungan sosial dan alam dalam 
jangkauan pergaulan dan keberadaannya. 
 KI 3 : Memahami pengetahuan (faktual, konseptual, dan prosedural) 
berdasarkan rasa ingin tahunya tentang ilmu pengetahuan, teknologi, 
seni, budaya terkait fenomena dan kejadian tampak mata. 
 KI 4 : Mencoba, mengolah, dan menyaji dalam ranah konkret 
(menggunakan, mengurai, merangkai, memodifikasi, dan membuat) 
dan ranah abstrak (menulis, membaca, menghitung, menggambar, dan 
mengarang) sesuai dengan yang dipelajari di sekolah dan sumber lain 
yang sama dalam sudut pandang/teori. 
KOMPETENSI DASAR MATERI POKOK PEMBELAJARAN 
mengidentifikasi fungsi 
sosial, 
struktur teks, dan unsur 
kebahasaan teks interaksi 
transaksional lisan dan tulis 
yang melibatkan tindakan 
memberi dan meminta 
informasi terkait   
transportasi, yang dekat 
dengan kehidupan siswa 
sehari hari, 
sesuai dengan konteks 
penggunaannya. 
 Fungsi sosial 
Mengidentifikasi dan 
menyebutkan berbagai 
benda, transportasi terkait 
dengan 
lingkungan sekitar. 
 Struktur teks 
- Memulai 
- Menanggapi 
(diharapkan/di luar 
dugaan) 
 Unsur kebahasaan. 
- Penggunaan kata 
penunjuk this, that, these, 
those ... 
- Ucapan, tekanan kata, 
intonasi, ejaan, tanda 
baca, dan tulisan tangan 
 Topik 
- Menyimak guru 
menanyakan dan 
menyebutkan transportasi, 
dengan tata bahasa, ucapan 
dan tekanan kata yang 
benar. 
- Bertanya jawab tentang 
transportasi. 
- Melakukan refleksi tentang 
proses dan hasil 
Belajarnya. 
 
 
 
 
transportasi 
dijumpai dalam kehidupan 
nyata di 
lingkungan sekitar 
siswa yang dapat 
menumbuhkan perilaku 
yang 
termuat di KI 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
RENCANA PELAKSANAAN PEMBELAJARAN 
 
Satuan Pendidikan :  SMP Negeri 8 Palopo 
Mata Pelajaran : Bahasa Inggris 
Kelas : VIII 
Materi                            : Vocabulary  
Alokasi Waktu : 4  x 80 minutes 
 
C. KOMPETENSI INTI 
 KI 1 : Menghargai dan menghayati ajaran agama yang dianutnya  
 KI 2 : Menghargai dan menghayati perilaku jujur, disiplin, tanggung jawab, 
peduli (toleransi, gotong royong), santun, percaya diri, dalam 
berinteraksi secara efektif dengan lingkungan sosial dan alam dalam 
jangkauan pergaulan dan keberadaannya. 
 KI 3 : Memahami pengetahuan (faktual, konseptual, dan prosedural) 
berdasarkan rasa ingin tahunya tentang ilmu pengetahuan, teknologi, 
seni, budaya terkait fenomena dan kejadian tampak mata. 
 KI 4 : Mencoba, mengolah, dan menyaji dalam ranah konkret 
(menggunakan, mengurai, merangkai, memodifikasi, dan membuat) 
dan ranah abstrak (menulis, membaca, menghitung, menggambar, dan 
mengarang) sesuai dengan yang dipelajari di sekolah dan sumber lain 
yang sama dalam sudut pandang/teori. 
KOMPETENSI DASAR MATERI POKOK PEMBELAJARAN 
mengidentifikasi fungsi 
sosial, 
struktur teks, dan unsur 
kebahasaan teks interaksi 
transaksional lisan dan tulis 
yang melibatkan tindakan 
memberi dan meminta 
informasi terkait   
dengan things in the home, 
things in the class, yang 
dekat 
dengan kehidupan siswa 
sehari hari, 
sesuai dengan konteks 
penggunaannya. 
 Fungsi sosial 
Mengidentifikasi dan 
menyebutkan berbagai 
benda, things in the home, 
things in the class, terkait 
dengan 
lingkungan sekitar. 
 Struktur teks 
- Memulai 
- Menanggapi 
(diharapkan/di luar 
dugaan) 
 Unsur kebahasaan. 
- Penggunaan kata 
penunjuk this, that, these, 
those ... 
- Ucapan, tekanan kata, 
intonasi, ejaan, tanda 
baca, dan tulisan tangan 
 Topik 
things in the home, things 
in the class dijumpai dalam 
kehidupan 
nyata di 
lingkungan sekitar 
siswa yang dapat 
- Menyimak guru 
menanyakan dan 
Menyebutkan things in the 
home, things in the class, 
and transportasi, 
dengan tata bahasa, ucapan 
dan tekanan kata yang 
benar. 
- Bertanya jawab tentang 
things in the home, things in 
the class 
-  Melakukan refleksi 
tentang proses dan hasil 
Belajarnya. 
 
 
 
 
menumbuhkan perilaku 
yang 
termuat di KI 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
RENCANA PELAKSANAAN PEMBELAJARAN 
 
Satuan Pendidikan :  SMP Negeri 8 Palopo 
Mata Pelajaran : Bahasa Inggris 
Kelas : VIII 
Materi                            : Vocabulary  
Alokasi Waktu : 4  x 80 minutes 
 
D. KOMPETENSI INTI 
 KI 1 : Menghargai dan menghayati ajaran agama yang dianutnya  
 KI 2 : Menghargai dan menghayati perilaku jujur, disiplin, tanggung jawab, 
peduli (toleransi, gotong royong), santun, percaya diri, dalam 
berinteraksi secara efektif dengan lingkungan sosial dan alam dalam 
jangkauan pergaulan dan keberadaannya. 
 KI 3 : Memahami pengetahuan (faktual, konseptual, dan prosedural) 
berdasarkan rasa ingin tahunya tentang ilmu pengetahuan, teknologi, 
seni, budaya terkait fenomena dan kejadian tampak mata. 
 KI 4 : Mencoba, mengolah, dan menyaji dalam ranah konkret 
(menggunakan, mengurai, merangkai, memodifikasi, dan membuat) 
dan ranah abstrak (menulis, membaca, menghitung, menggambar, dan 
mengarang) sesuai dengan yang dipelajari di sekolah dan sumber lain 
yang sama dalam sudut pandang/teori. 
KOMPETENSI DASAR MATERI POKOK PEMBELAJARAN 
mengidentifikasi fungsi 
sosial, 
struktur teks, dan unsur 
kebahasaan teks interaksi 
transaksional lisan dan tulis 
yang melibatkan tindakan 
memberi dan meminta 
informasi terkait   
dengan  yang dekat 
dengan kehidupan siswa 
sehari hari, 
sesuai dengan konteks 
penggunaannya. 
 Fungsi sosial 
Mengidentifikasi dan 
menyebutkan berbagai 
benda, fruit terkait dengan 
lingkungan sekitar. 
 Struktur teks 
- Memulai 
- Menanggapi 
(diharapkan/di luar 
dugaan) 
 Unsur kebahasaan. 
- Penggunaan kata 
penunjuk this, that, these, 
those ... 
- Ucapan, tekanan kata, 
intonasi, ejaan, tanda 
baca, dan tulisan tangan 
 Topik 
Fruit dijumpai dalam 
kehidupan 
nyata di 
lingkungan sekitar 
siswa yang dapat 
menumbuhkan perilaku 
yang 
termuat di KI 
- Menyimak guru 
menanyakan dan 
menyebutkan fruit dengan 
tata bahasa, ucapan 
dan tekanan kata yang 
benar. 
- Bertanya jawab tentang 
fruit 
- Melakukan refleksi tentang 
proses dan hasil 
Belajarnya. 
 
 
 
 
 
 
 
 
LESSON PLAN 
School   : SMPN 8 Palopo 
Subject   : English 
Grade    : VIII 
Theme   : Vocabulary 
Time Allocation : 2 x 40 minutes 
 
 
1 
 
No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas Siswa 
5 
Inter
aksi 
6 
Indikator 
Yang 
Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
1. Salam dan 
berdoa 
2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
 
Siswa 
memperhatikan, 
menyimak dan 
mendengarkan 
materi yang 
telah disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutka
n kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajara
n. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
1. Guru 
menjelaskan 
demostrative
pronoun 
about this, 
that, these 
and those 
Kemudian 
memberikan 
contohnya . 
2. Guru 
memperaktik
kan petunjuk 
penggunaan 
Siswa dapat 
memahami 
makna kosa kata 
tentang animals  
serta  siswa 
dapat 
mengetahui 
penggunaan this, 
that, these and 
those. 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang 
animals dan  
siswa dapat 
mengetahui 
penggunaan 
this, that, 
these and 
those. 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang 
animals serta 
mengetahui 
penggunaan 
this, that, 
these and 
those. 
 
 
 
 
this, that, 
these and 
those di 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang 
animals  
3. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk praktik 
dengan 
temannya. 
4. Guru 
membagi 
siswa 
menjadi four 
or lima grup  
5. Guru 
menjelaskan 
aturan 
permaianan 
magic box 
game. 
6. Setelah siswa 
mengerti, 
siswa 
bermain 
magic box 
game untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
3  20 
menit  
ACTIVITY 3 
1. Guru 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
 
Siswa 
mengerjakan 
task yang 
diberikan oleh 
guru  
G-S Siswa dapat 
mengemban
gkan kosa 
kata sendiri 
dan mampu 
memperluas 
kosa kata 
yang telah 
Mendorong 
siswa untuk 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
 
 
 
 
2. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
3. Guru 
menyampaik
an materi 
pelajaran 
untuk 
pertemuan 
selanjutnya  
4. Guru 
menutup 
pelajaran  
mereka 
miliki 
n pada 
vocabulary 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
LESSON PLAN 
School   : SMPN 8 Palopo 
Subject   : English 
Grade    : VIII 
Theme   : Vocabulary 
Time Allocation : 2 x 40 minutes 
 
 
1 
 
No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas Siswa 
5 
Int
era
ksi 
6 
Indikator 
Yang Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
1. Salam dan 
berdoa 
2. Guru 
mengabsen 
siswa 
3. Guru 
menyampaik
an tujuan 
pembelajaran 
4. Guru 
memotivasi 
siswa  
5. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatikan, 
menyimak dan 
mendengarkan 
materi yang 
telah disebutkan 
oleh guru 
G-
S 
Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
7. Guru 
menjelaskan 
demostrative
pronoun 
about this, 
that, these 
and those 
Kemudian 
memberikan 
Siswa dapat 
memahami 
makna kosa kata 
tentang 
transportasi 
serta  siswa 
dapat 
mengetahui 
penggunaan this, 
that, these and 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang 
transportasi 
dan  siswa 
dapat 
mengetahui 
penggunaan 
this, that, 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang 
transportasi 
serta 
mengetahui 
penggunaan 
 
 
 
 
contohnya . 
8. Guru 
memperaktik
kan petunjuk 
penggunaan 
this, that, 
these and 
those di 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang 
transportasi 
9. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk praktik 
dengan 
temannya. 
10. Guru 
membagi 
siswa 
menjadi four 
or lima grup  
11. Guru 
menjelaskan 
aturan 
permaianan 
magic box 
game. 
12. Setelah siswa 
mengerti, 
siswa 
bermain 
magic box 
game untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
those. these and 
those. 
this, that, 
these and 
those. 
3  20 
menit  
ACTIVITY 3 
5. Guru 
meminta 
 
Siswa 
mengerjakan 
G-
S 
Siswa dapat 
mengembang
kan kosa kata 
Mendorong 
siswa untuk 
terus 
 
 
 
 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
6. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
7. Guru 
menyampaik
an materi 
pelajaran 
untuk 
pertemuan 
selanjutnya  
8. Guru 
menutup 
pelajaran  
task yang 
diberikan oleh 
guru  
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
LESSON PLAN 
School   : SMPN 8 Palopo 
Subject   : English 
Grade    : VIII 
Theme   : Vocabulary 
Time Allocation : 4 x 80 minutes 
 
 
1 
 
No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas Siswa 
5 
Int
era
ksi 
6 
Indikator 
Yang Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
6. Salam dan 
berdoa 
7. Guru 
mengabsen 
siswa 
8. Guru 
menyampaik
an tujuan 
pembelajaran 
9. Guru 
memotivasi 
siswa  
10. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatikan, 
menyimak dan 
mendengarkan 
materi yang 
telah disebutkan 
oleh guru 
G-
S 
Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
13. Guru 
menjelaskan 
demostrative
pronoun 
about this, 
that, these 
and those 
Kemudian 
memberikan 
Siswa dapat 
memahami 
makna kosa kata 
tentang fruits 
serta  siswa 
dapat 
mengetahui 
penggunaan this, 
that, these and 
those. 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang 
fruits dan  
siswa dapat 
mengetahui 
penggunaan 
this, that, 
these and 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang 
fruits serta 
mengetahui 
penggunaan 
this, that, 
 
 
 
 
contohnya . 
14. Guru 
memperaktik
kan petunjuk 
penggunaan 
this, that, 
these and 
those di 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang fruits 
15. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk praktik 
dengan 
temannya. 
16. Guru 
membagi 
siswa 
menjadi four 
or lima grup  
17. Guru 
menjelaskan 
aturan 
permaianan 
magic box 
game. 
18. Setelah siswa 
mengerti, 
siswa 
bermain 
magic box 
game untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
those. these and 
those. 
3  20 
menit  
ACTIVITY 3 
9. Guru 
meminta 
siswa untuk 
 
Siswa 
mengerjakan 
task yang 
G-
S 
Siswa dapat 
mengembang
kan kosa kata 
sendiri dan 
Mendorong 
siswa untuk 
terus 
menghafal 
 
 
 
 
mengerjakan 
task yang 
telah 
disiapkan  
10. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
11. Guru 
menyampaik
an materi 
pelajaran 
untuk 
pertemuan 
selanjutnya  
12. Guru 
menutup 
pelajaran  
diberikan oleh 
guru  
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
LESSON PLAN 
School   : SMPN 8 Palopo 
Subject   : English 
Grade    : VIII 
Theme   : Vocabulary 
Time Allocation : 4 x 80 minutes 
 
1 
 
No 
2 
Alokasi 
Waktu 
3 
Aktivitas Guru 
4 
Aktivitas 
Siswa 
5 
Inter
aksi 
6 
Indikator 
Yang Dicapai 
7 
Tujuan 
1  10  
Menit  
ACTIVITY 1 
11. Salam dan 
berdoa 
12. Guru 
mengabsen 
siswa 
13. Guru 
menyampaik
an tujuan 
pembelajaran 
14. Guru 
memotivasi 
siswa  
15. Guru 
memberikan 
ice breaking 
untuk melatih 
konsentrasi 
siswa 
sebeleum 
proses 
pembelajaran 
dimulai  
Siswa 
memperhatika
n, menyimak 
dan 
mendengarkan 
materi yang 
telah 
disebutkan 
oleh guru 
G-S Siswa 
mampu 
menyebutkan 
kosa kata 
yang 
berkaitan 
dengan 
materi 
pembelajaran
. 
Mendorong 
siswa untuk 
belajar 
menghafal 
sekaligus 
melatih daya 
ingat  
2 50 
menit  
ACTIVITY 2 
19. Guru 
menjelaskan 
demostrative
pronoun 
about this, 
that, these 
and those 
Kemudian 
memberikan 
contohnya . 
20. Guru 
Siswa dapat 
memahami 
makna kosa 
kata tentang  
things in the 
home and  
things in the 
class serta  
siswa dapat 
mengetahui 
penggunaan 
this, that, these 
 
 
 
S-S 
Siswa dapat 
memahami 
makna kosa 
kata tentang 
things in the 
home and  
things in the 
class  dan  
siswa dapat 
mengetahui 
penggunaan 
this, that, 
Mendorong 
dan melatih 
siswa untuk 
mengahafal 
kosa kata 
tentang 
things in the 
home and  
things in the 
class serta 
mengetahui 
penggunaan 
 
 
 
 
memperaktik
kan petunjuk 
penggunaan 
this, that, 
these and 
those di 
depan kelas 
dengan 
menyertakan 
vocabulary 
tentang 
things in the 
home and  
things in the 
class. 
21. Guru 
memberikan 
kesempatan 
kepada siswa 
untuk praktik 
dengan 
temannya. 
22. Guru 
membagi 
siswa 
menjadi four 
or lima grup  
23. Guru 
menjelaskan 
aturan 
permaianan 
magic box 
game. 
24. Setelah siswa 
mengerti, 
siswa 
bermain 
magic box 
game untuk 
melatih daya 
ingat kosa 
kata yang 
telah di 
pelajari  
and those. these and 
those. 
this, that, 
these and 
those. 
3  20 
menit  
ACTIVITY 3 
13. Guru 
 
Siswa 
G-S Siswa dapat 
mengembang
Mendorong 
siswa untuk 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
meminta 
siswa untuk 
mengerjakan 
task yang 
telah 
disiapkan  
14. Guru dan 
siswa 
bersama-
sama 
menyimpulka
n materi 
pembelajaran 
15. Guru 
menyampaik
an materi 
pelajaran 
untuk 
pertemuan 
selanjutnya  
16. Guru 
menutup 
pelajaran  
mengerjakan 
task yang 
diberikan oleh 
guru  
kan kosa kata 
sendiri dan 
mampu 
memperluas 
kosa kata 
yang telah 
mereka miliki 
terus 
menghafal 
dan senang 
mengikuti 
proses 
pembelajara
n pada 
vocabulary 
 
 
 
 
Appendix Table 
Table 1 The Score of Students’ Vocabulary in Pre-test of Experimental 
Group  
Respondent Correct answer Score 
R1 39 78 
R2 36 72 
R3 39 78 
R4 39 78 
R5 31 62 
R6 40 80 
R7 47 94 
R8 41 82 
R9 39 78 
R10 40 80 
R11 37 74 
R12 33 66 
R13 45 90 
R14 44 88 
R15 45 90 
R16 46 92 
R17 40 80 
R18 43 86 
R19 45 90 
R20 46 92 
R21 37 74 
R22 46 92 
R23 43 86 
R24 49 98 
R25 37 74 
R26 32 64 
R27 33 66 
R28 48 96 
R29 43 86 
R30 30 58 
 
 
 
 
 
Table 2. The Score of Students’ Vocabulary in Post-test of Experimental 
Group 
Respondent Correct answer Score 
R1 46 92 
R2 46 92 
R3 49 98 
R4 49 98 
R5 47 94 
R6 46 92 
R7 50 100 
R8 47 94 
R9 50 100 
R10 50 100 
R11 49 98 
R12 50 100 
R13 50 100 
R14 50 100 
R15 49 98 
R16 50 100 
R17 50 100 
R18 50 100 
R19 50 100 
R20 48 96 
R21 48 96 
R22 50 100 
R23 47 94 
R24 50 100 
R25 49 98 
R26 50 100 
R27 50 100 
R28 49 98 
R 29 49 98 
R30 50 100 
 
 
 
 
 
 
 
 
Table 3 The Score of Students’ Vocabulary in Pre-test of Control Group  
Respondent Correct answer Score 
R1 37 74 
R2 12 24 
R3 26 52 
R4 38 76 
R5 43 86 
R6 41 82 
R7 17 34 
R8 33 66 
R9 34 68 
R10 41 82 
R11 32 64 
R12 40 80 
R13 27 54 
R14 45 90 
R15 43 86 
R16 35 70 
R17 40 80 
R18 36 72 
R19 39 78 
R20 40 80 
R21 43 86 
R22 41 82 
R23 35 70 
R24 42 84 
R25 32 64 
R26 35 70 
R27 26 52 
R28 36 72 
R29 43 86 
R30 22 44 
 
 
 
 
 
 
 
 
 
Table 4. The Score of Students’ Vocabulary in Post-test of Control Group 
Respondent Correct answer Score 
R1 43 86 
R2 38 76 
R3 44 88 
R4 46 92 
R5 43 86 
R6 42 84 
R7 43 86 
R8 33 66 
R9 34 68 
R10 46 92 
R11 35 70 
R12 42 84 
R13 45 90 
R14 42 84 
R15 43 86 
R16 45 90 
R17 43 86 
R18 47 94 
R19 43 86 
R20 45 90 
R21 46 92 
R22 45 90 
R23 46 92 
R24 45 90 
R25 40 80 
R26 43 86 
R27 42 84 
R28 45 90 
R 29 43 86 
R30 48 96 
 
 
 
 
 
 
 
 
Table 4.5. The Rate Percentage of Students’ Pretest and Posttest  
 
NO.  
     
Classification 
   
Score 
Pretest Posttest 
F P F P 
1 Excellent 90-100 9 30% 30 100% 
2 Good 80-89 8 26,6% 0 0% 
3 Adequate 70-79 9 30% 0 0% 
4 Inadequate/unsatisfactory 60-69 4 13,3% 0 0% 
5 Failing/unacceptable Below 60 0 0% 0 0% 
Total 30 100 30 100% 
Table 4.6. The Mean Score and Standard Deviation of Students’ Pretest and 
Posttest. 
 
Table 4.7. The Rate Percentage of Students’ Pretest and Posttest  
 
NO.  
     
Classification 
   
Score 
Pretest Posttest 
F P F P 
1 Excellent 90-100 0 0% 12 40% 
2 Good 80-89 0 0% 14 46,6% 
3 Adequate 70-79 0 0% 6,6 6,6% 
4 Inadequate/unsatisfactory 60-69 0 0% 6,6 6,6% 
5 Failing/unacceptable Below 60 30 100% 0 0% 
Total 30 100 30 100% 
 
Table 4.8. The Mean Score and Standard Deviation of Students’ Pretest and 
Posttest. 
Descriptive Statistics 
 N Minimum Maximum Mean Std. Deviation 
pretest 30 24,00 52,00 44,5333 7,04534 
posttest 30 66,00 96,00 85,6667 7,27932 
Valid N (listwise) 30     
 
 
 
 
     
Descriptive Statistics 
 N Minimum Maximum Mean Std. Deviation 
pretest 30 62,00 98,00 81,2000 10,00138 
posttest 30 92,00 100,00 97,8667 2,77592 
Valid N (listwise) 30     
 
 
 
 
Table 4.9. The Paired  Samples Test of Gain Group Experimental Group and 
Control Group. 
Paired Samples Test 
 
Paired Differences 
t df 
Sig. (2-
tailed) Mean 
Std. 
Deviatio
n 
Std. 
Error 
Mean 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
Pair 
1 
Gain-
Group 
-, 69378 ,59179 ,07640 -,84666 
-
,54090 
-9,081 59 .000 
 
Table 4.10 Students’ Vocabulary Achievement 
 Pretest 
 
posttest 
Experimental  Control  Experimental  Control  
Respondents 30 30 30 30 
Mean  81,20 44,53 97,86 85,66 
SD 10,00 7,04 2,77 7,27 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
POSTTEST 
Name :  
Class : 
A Draw arrow to match the words and pictures! 
1.  
  
 
2.               
 
 
3.  
 
4.  
 
 
5.                        
 
6.      
 
7.                       
THESE ARE PEDICABS 
THIS IS A SPOON  
THIS IS A PEDICAB 
THAT IS SPOON 
THIS IS A BOOK 
THOSE ARE ORANGES 
 
THOSE ARE BOOKS 
 
 
 
 
 
B.  Matching the words below according to their meaning! 
 
8. Bird                      1.  Becak 
9. Duck                2.  Singa 
10. Lion       3.  Elang  
11. Horse       4 Burung  
12. Pedicab       5. Dasi 
13. Mosquito       6.  Kancing 
14. Jackfruit                  7. Keranjang 
15. Frog        8. Gelang 
16. Tie       9. Tangga 
17. Basket       10. Batu 
18. Brecelet        11. Kayu 
19. Button       12. Handuk  
20. Ladder       13. Nyamuk 
21. Stone       14.  Kuda 
22. wood       15. Bebek 
23. Eraser       16.  Anggur               
24. Broom       17.  Senjata  
25. Pants        18. Ular  
26. Bottle       19. Gergaji  
27. Pillow                  20. Perahu  
28. Mirror        21. Celana  
29. Blanket        22. Kepiting  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
30. Wok       23. Nanas  
31. Typewriter                24. Semangka  
32.  Guitar         25. Penghapus 
33.  Earing       26. Pisang  
34.   Crab    27. Kerbau  
35.  Gun    28.  Tikus     
36.  Ant     29. Sukun  
37.  Buffalo           30.  Nangka / Cempedak 
38. Eagle      31. Domba  
39. Goat            32.  Kambing   
40.  mouse                33. Katak  
41. Snake                34. Botol  
42.   Grape     35. Sapu  
43.  pineapple    36. Wajan  
44.  Banana     37. Semut  
45.  Watermelon     38. Cermin  
46. Breadfruit    39. Gitar  
47.  Sheep      40. Mesin ketik  
48.  Saw      41. Anting-anting 
49.  Boat     42. Selimut  
50. Towel     43. Bantal  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
A. Draw arrow to match the words and pictures! 
1.  
  
 
2.               
 
 
3.  
 
4.  
 
 
5.                        
 
6.      
 
7.                       
THESE ARE PEDICABS 
THIS IS A SPOON  
THIS IS A PEDICAB 
THAT IS SPOON 
THIS IS A BOOK 
THOSE ARE ORANGES 
 
THOSE ARE BOOKS 
 
 
 
 
 
 
 
 
 
 
 
B.  Matching the words below according to their meaning! 
 
8. Bird                      1.  Becak  
9. Duck                2.  Singa 
10. Lion       3.  Elang  
11. Horse       4 Burung  
12. Pedicab       5. Dasi 
13. Mosquito       6.  Kancing 
14. Jackfruit                  7. Keranjang 
15. Frog        8. Gelang 
16. Tie       9. Tangga 
17. Basket       10. Batu 
18. Brecelet        11. Kayu 
19. Button       12. Handuk  
20. Ladder       13. Nyamuk 
21. Stone       14.  Kuda 
22. wood       15. Bebek 
23. Eraser       16.  Anggur               
24. Broom       17.  Senjata  
25. Pants        18. Ular  
26. Bottle       19. Gergaji  
4 
15 
2 
1 
14 
13 
8 
33 
7 
5 
30 
11 
6 
9 
10 
25 
35 
21 
34 
43 
 
 
 
 
27. Pillow                  20. Perahu  
28. Mirror        21. Celana  
29. Blanket        22. Kepiting  
30. Wok       23. Nanas  
31. Typewriter                24. Semangka  
32.  Guitar 22    25. Penghapus  
33.  Earing       26. Pisang  
34.   Crab    27. Kerbau  
35.  Gun    28.  Tikus     
36.  Ant     29. Sukun  
37.  Buffalo           30.  Nangka / Cempedak 
38. Eagle      31. Domba  
39. Goat            32.  Kambing   
40.  mouse                  33. Katak  
41. Snake                34. Botol  
42.   Grape     35. Sapu  
43.  pineapple    36. Wajan  
44.  Banana     37. Semut  
45.  Watermelon     38. Cermin  
46. Breadfruit    39. Gitar  
47.  Sheep      40. Mesin ketik  
48.  Saw      41. Anting-anting 
49.  Boat     42. Selimut  
50. Towel     43. Bantal 
38 
36 
39 
40 
42 
32 
41 
16 
22 
27 
23 
3 
37 
26 
17 
28 
12 
18 
24 
29 
31 
19 
20 
